Way of the Arachnid 


While the Way of the Ascendant Dragon strives to emulate dragons, one of the largest and most powerful creatures, to become more in tune with the world and magic, the 
Way of the Arachnid believes that a person can achieve true Nirvana only when they become one with the spider, one of the smallest creatures their eyes can see. 


Web Slinger 
At third level, you gain the Webslinger Kit and proficiency in the kit. You also gain the following abilities: 


Web Prison: As an action, you're able to tie someone or something up with webs created by your Webslinger kit. If it’s a creature, it must succeed on a Dexterity Saving Throw 
(DC = 8 + proficiency bonus + DEX mod). If they fail, they become immobilized for three turns, and each turn they must make a Strength Saving Throw with the same DC. If 
the creature succeeds, they break out of the webs. If the creature succeeds the original Dexterity Saving Throw, nothing happens to them. 


Web-Line: As a bonus action, you can generate a web-line between yourself and any object/creature within 30ft. You can pull yourself to the object/creature or pull it towards 
you (depending on which is heavier, if both are around the same weight then you choose which gets pulled), giving you an advantage on attacks against that object/creature 
until the end of your turn. 


Spider Movement 
At third level, you gain proficiency in Acrobatics. If you already had proficiency, you now gain expertise. You can also jump using your Dexterity score instead of your 
Strength score. You also only need to move 5ft before jumping. 


Web Weaver 
At fourth level, you can use a bonus action to create minor objects out of webs (things like a small web blanket or a 10ft long web rope). As a full action, you can also create 
more complex devices such as traps or hammocks. 


Wall Crawler 
At sixth level, you can also climb on any surface (including vertical) without needing any checks, up to a speed equal to your movement speed (features such as Unarmoured 
Movement do still affect this). You can expend a ki point to move your full movement speed on ceilings. 


Web-World 
At eleventh level, you’re able to cast the Web spell by expending a ki point without using any components, but the webs don’t obscure your sight, nor do they count as difficult 
terrain for you. You can also choose a target to be restrained by the webs for 3 turns (look at Web Prison save DCs). 


Web-Mace 

At eleventh level you can use the Web-Line ability, but this time you can swing the target into another object or creature (wall, enemy, tree, etc.). The target must succeed on a 
Strength Saving Throw with the same DC as Web Prison, or be thrown into the other object, both taking 1d10 damage. On a successful Saving Throw, the target is just moved 
in an arc equal to 2/4*how far away from you they are. 


Spider-Senses 


At seventeenth level, you gain the extrasensory perception of spiders. As a reaction, when you or a creature you can see is about to be attacked, you can counter the attack, or 
dodge the attack/warn the creature being attacked, giving the attacker disadvantage. You can also sense the location of invisible or hidden objects/creatures without needing to 
do an extra roll, and enemies that you can't see don't get an advantage in attacks against you. 


